


2/6 3. JonoBHeHa OCHOBHI XapakTepUCTUKM AOMNOBHEHOI peanbHOCTi. | TecTu,
pearnbHICTb AK BiamiHHOCTI MK [OMOBHEHOK pearnbHICTb Ta | nabopaTopHi
HapaTuB BipTyanbHOtO peanbHicTio. Knacudikauis cuUCTeM | 3apaaHHs,

ZLOMOBHEHOI pearnbHOCTI IHO3
3micTtoBun moaynb 2. TEXHIYHI acnekTn CTBopeHHs Ta peanisadii VR Ta
AR TexHonorin B OCBITi.

4/6 4. TexHivHi QR-koan, RFID-miTkn. |HTEpakTuBHI AOLWKKN. | TecTuy,
acnekTu TexHonoria Wi-Fi.TexHonoris Bluetooth. TexHiuHe | nabopaTopHi
CTBOPEHHS Ta 3abes3neyeHHa anga AR, VR, MR. 3aBJaHHS,
peanisayii OCBITHiX IHO3
BipTyanbHUX
TEexXHOonorin

4/6 5. MNMporpamHe HTML5+API ak  dyHaameHT cydacHoro | Tecty,
3abes3neveHHs BipTyarnbHOro cepegosua.lporpamHe | nabopaTtopHi
CTBOPEHHS Ta 3abe3neyeHHs Ana AUCTaHUIMHOI OCBITW, cepeja | 3aBAaHHs,
peanisauii Moodle. IHCTpymeHTapin ans po3pobkm ocsiTHiX | IHO3
BipTyarnbHUX enekTpoHHUX pecypciB. Mnatdopma «BipTyansHa
OCBITHIX akagemia» — OAMH i3 IHCTPYMEHTIB BipTyanbHOI
TEXHOMOrIN. OCBITW. CyuacHi IHCTPYMEHTU po3pobKum

BipTyaneHoro cepegosuwa: Unity3D, Unreal
Engine. Po3pobkn BipTyanbHOi Ta AOMOBHEHOI
peanbHOCTI ANa OCBITU MPOBIAHUMW KOMMAHISIMM.
Pospobka poaatkie anst MOGIMBHUX NPUCTPOIB.
XMapHi cepBiCu 4NA CTBOPEHHS KBECT-TECTIB.

2/4 6. KoHuenuyis CioxeT ocBiTHbOI rpu.  Cynposoaxytoui | TecTtu,
iHTEpaKTUBHOIo anropuTMKn CKXKETHOI niHil. MoxnueocTi po3pobku | nabopaTopHi
OCBITHBOIO JaHoi rpu B cepegosuyi Unity3D. 3aBfaHHs,
cepegosuLLla y IHO3
dhopmi kBecTa

®opMyBaHHA NPOrpaMHUX KOMMETEHTHOCTEN

IHgeke B martpuui Ol

MporpamMHi KOMNETEHTHOCTI

3K 1

3aaTtHictb Ao
BCTAQHOBMNEHHS B3aEMO3B'A3KIB MK faBULaAMM Ta npouecamu,
BigOyBalOTbCAa Y HAYKOBO-NEAArOriYHOMY A0CIIAMXKEHHI.

abCTpakTHOrO  MUCIMEHHS,  aHaniay,

CUHTE3Yy Ta
AKi

3K 10

30aTHICTb A0 NPOEKTYBAHHA IHHOBAUMHUX TEXHOSONN HaBYaHHA | BUXOBAHHSA
ManOyTHIX paxiBLiB Y 3aNeXHOCTI Big NOCTaBNEHUX Linen, po3pobku cTparteriyHoi
i TAKTUYHOI nporpam ynpoOBaAXEHHA HOBaUi y BNAacHy AiANbHICTb, a TakKoX
NPOBEAEHHSA TXHbOT EKCNEPTUSN.

PK3

34aTHICTb 3aCTOCOBYBATH | CTBOPIOBATU HOBI OCBITHI IHCTPYMEHTM | TEXHONOTIT Ta
iHTerpyBaTtu iX B OCBITHE cepegosule NpodheCinHOT OCBITU.

PK 12

3patHicTb A0 po3pobku, TeCTyBaHHSA nNporpamHoro 3abesneyveHHs,
aaMIHICTPYBaHHSA i HAnawWTyBaHHSA iHHOPMAaLMHUX CUCTEM Ta iX iHTerpauii
Yy HayKOBO-neAarorivyHi 4OCnigXeHHS.

MPH 2

EdekTMBHO  BMKOPUCTOBYBaTtWM  CyyvacHi  UWPOBI  IHCTPYMEHTH,
iHbopMmaLiriHi TexHoRnoril Ta pecypcun y npodecinHin, iHHOBaUinHin Ta/abo
AOCNIgHULBKIA LisNbHOCTI.

NPH 16

BMiTn gobuparu, rpynyBatu BUXiaHi AaHi, BAKOPUCTOBYIOYM 3aranbHOHAYKOBI Ta
cneuundivHi MeToan 36upaHHa NePBUHHOT iHOpPMAaLii; 3aCTOCOBYBATU HAYKOBI




MeToau o0Bpobku iHpopmMaUil ANA BUSABNEHHSA 3aNEXHOCTEN MK CYKYNMHOCTAMU
OaHuX; NpPoOBOAUTU pPO3pOOKYy i AOCHIAXEHHA MEeToAMK aHanidy, CUHTe3y,
ONTUMI3aLIl | NPOrHO3yBaHHA AKOCTi NpoueciB PyHKLIOHYBAHHSA iHpopMaLLii.

MNPH 18 BmiTn BignaromxkysaTtu Ta yCcyBaTW KOH(PNIKTU B Cy4aCHUX MepexeBux cucteMmax
Ha OCHOBiI BMKOpUCTaAHHA Open-source TEeXHONOriA; BUKOHYBATU MOHITOPUHT
Oe3nekn iHopMaLUiiHUX CUCTEM Ta MPOEKTYBATU 3axULLEHi KOMM'LOTEPHI
CUCTEMM.
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MoniTuka ouiHIOBAHHSA

o [loniTuka WoA0 AeananHiB Ta nepecknagaHHsA: PoboTu, aki 34al0ThCs i3 NOPYLLUEHHSIM TEPMIHIB
6e3 NoBaXKHUX MPUHUH, OLIHIOKTLCS HA HUXKYY OUIHKY (75% Big MOXIMBOI MaKCUMAanbHOI KiNbKOCTI
Oanis 3a Bug gianbHocTi 6anis). NepecknagaHHsa moaynis BigbyBaeTbCs i3 4O3BONY AEKaHaTy 3a
HasIBHOCTI NOBAXKHUX NPUYUH (HANPUKNag, NikapHSHWA).



e [loniTka wWoA0 akagemMiuyHoi gobpouecHocTi: CnucyBaHHS nig 4Yac KOHTPOMbHUX poBIT Ta
ek3amMeHiB 3abOopoOHeHi (B T.4. i3 BMKOpPUCTaHHAM MODBiNbHMX aesancie). MoObinbHI npucTpoi
L O3BONAETLCA BUKOPUCTOBYBATM NMLLE Mif Yac NiAroTOBKN NPaKTUYHNX 3aBAaHb B NPOLEC 3aHATTS.

e [loniTuka woao BiaBiayBaHHA: BiaBigyBaHHS 3aHATb € 000B'S3KOBUM KOMMOHEHTOM OLiHIOBAHHS,
3a gKe HapaxoByTbcs 6ann. 3a 06’ekTUBHMX NPUYUH (Hanpuknag, xsopoba, npayesnalTyBaHHs,
MDDKHAPOAHE CTaKyBaHHSI) HaBYaHHA MOXe BigOyBaTtuCb B OH-NaWH (POpMi 3a NOrOAXKEHHSAM i3
KepiBHUKOM KypCy.

OuiHlOBaHHSA
OcTaTo4Ha OUiHKa 3a KYpC PO3PaxOBYETbCA HACTYMHUM YMHOM:

Buau ouiHoOBaHHA % Big, ocTaTOYHOI
OLliHKM
3micToBu mogynb 1(temu 1-4): yCHe ONUTYBaHHSA, TECTMW, 30
3aBJaHHSA
3micToBun Mogynb 2(Temun 5-7): yCHe OonuTyBaHHSA, TECTW, 35
3aB/JaHHSA
IHaMBIAYanbHE HayKOBO-40CNiAHE 3aBAaHHS 15
MigcyMKOBUIA KOHTPOMb — TECTW, 3aB4aHHS 20
LLikana ouiHioBaHHA CTYAEHTIB:
ECTS Bann 3wmict
A 90-100 BiAMIHHO
B 85-89 ayxe pobpe
C 75-84 aobpe
D 65-74 nocepeaHbLo
E 60-64 3a0BiNbHO
FX 35-59 HEe3a0BINIbHO 3 MOXIUBICTIO
NOBT.CKNaAaHHS
F 1-34 He3a40BiNbHO 3 060B’A3KOBUM MOBT.
Kypcom
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